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Introduction 


How do you eat this truth for breakfast? The world is a 
theater and we are actors of a fortuitous reality. People are who 
they choose to be. But... Is this really so? Or maybe the merciless 
river of destiny drags us along without us noticing, only 
perceiving what is happening, what is going on in front of our 
eyes, as object beings and not as agents. 

The objective of these writings is to show a reality that is 
known to few. A paradigm of the world that differs from the 
ordinary conception of what people call "reality". One of the most 
important lessons I have learned is that by naming things you are 
closer to owning them, mastering them, and _ ultimately 
understanding them. The names that I will give throughout the 
book, such as auditorium, sleepers, players, etc., only name 
concepts that everyone knows, but not having been named, were 
until today impossible to understand. 

In the first chapter I will reveal one of the main concepts to 
be dealt with in the book, the fortuitous causality. This oxymoron 
gives its name to a basic concept for the understanding of 
phenomenal reality, its appreciation will take us into the how to of 
the real, in why the real pleases the senses and how the interface 
through which we perceive, is a design of its own. 

In chapter two I will touch on the subject of sleepers. Who 
are sleepers, why does this category of people exist? I will teach 
how to recognize a sleeper, as well as how to recognize oneself as 
a Sleeper. 

In chapter three I will talk about what it is to wake up, in 
relation to the philosophy of playing, how to play, how not to fear 
the real and how to transform the imagined real into the perceived 
real. I will talk about life as a dream and waking up through 
meditation or madness. 

In chapter four I will briefly touch on the subject of non- 
mind and how to save memory in the intellectual interface of the 
mind. What is no-mind, how to achieve it and how the real thing 
is a word based code. 


In chapter five I will recreate a sort of essay called "The 
Phenomenal vs. the Non-conscious", where I will expose two 
ways of seeing the real, its advantages and disadvantages. 

In chapter six I will talk about the Auditorium and try to give 
an introduction to the concept of teatrum mundi, a new look at the 
old world topic as a theater. 

In chapter seven I will talk about strategies to face the 
Auditorium. A summary of techniques that I have developed 
throughout my life to face my concept of the world, life, death, 
etc. 

In chapter eight I will explain why love as a concept is the 
constant that unbalances the equation. Love-driven, its 
misinterpretation, the relationship between love and passion, and 
other related issues. 

In chapter nine I will discuss techniques to help sleepers, and 

in some cases turn them into Players. 

In chapter ten I will talk about simulations, strategies to 
avoid predictability, how the environment assimilates repetition as 
the same mental equation, and how a tree is all trees. 

In chapter eleven I will talk about how to say goodbye. Life 
as a conceptual game and the physical inability to hold on to 
people. Basics of survival and how you can't hold on to anything 
but experiences and emotions. 

In chapter twelve I will set out ten rules for never dying. 
They are these, basic ways to play the game avoiding as much 
time as possible to get hurt, and finally to understand that one 
never dies, since one is with oneself always. You are never alone. 


In chapter thirteen I will reproduce some revealing writings 
that were the preview of the concepts of the book. 


In chapter fourteen I will explain who Marcelo Ardilla is, 
author of the previous chapter. 


In chapter fifteen I will talk about the restoration of a 
cognitive system. 


In chapter sixteen I will talk about the theory that we live 
two separate realities at the same time. 


In chapter seventeen I will touch on the subject of heroes 
and talk about whether a Player should be a hero. 


In chapter eighteen I will talk about dreams and pleasure. 


In chapter nineteen I will talk about how the poetic vision of 
reality is related to death. 


In chapter twenty I will talk about the lies and the uses a 
player can make of them. 


In chapter twenty-one I will talk about the players and their 
opponents called Watchers. 


In chapter twenty-two I will talk about the game and the 
honor in it. Why you should help others. 


In chapter twenty-three I will begin the explanation of what 
a command line is in reality programming. 


In chapter twenty-four I will explain some of the basic 
concepts of real programming and different techniques and tools. 


In the final chapter I will expose what is the programming 
itself and how any imagined phenomenon can be made possible 
by means of schizoid programming, the risks and advantages that 
it entails. This last chapter concludes the list of mysteries about 
programming and is one of the most interesting to my mind. 


In the book you will find analytical elements of reality that 
can come to fascinate as well as disturb the minds, in the event 
that the latter occurs, I hope you will understand the final message 
and the primary objective of these letters: 


Every reality is a good reality. 
Any actor is a good actor. 


Alejandro G. Vera 


Chapter One 


"Fortuitous Causality". 


What is an oxymoron? An oxymoron is the conjunction of 
an incompatible adjective and noun. The desperate patient is a 
good example, but as we will see later, even the oxymoron seems 
to make sense after a simple analysis. This sense of phrases that 
the mind gives even to contradictions is what I have called "the 
fortuitous causality". The cause of a certain phenomenon is an 
event, action or premise that always precedes the effect. This is 
undeniable. "The bird falls because it is hit by the rock" and not 
"the bird is hit by the rock because it falls," unless obviously we 
are talking about different situations. In the first case one 
imagines that the rock is thrown, for example by a child. In the 
second case the rock is imagined to be immovable or still and the 
bird is hit when it falls on it. 

The fortuitous is what happens by chance, without having a 
connection between a given event and another different one from 
the previous one. 

The concept of random causation (an oxymoron as well) 
suggests that any concatenation of events is likely to maintain a 
causal relationship. As demonstrated in the "bird phrase", any 
succession of words that are grammatically and syntactically 
correct can be asserted ad hoc, that is, effectively defended by a 
lateral understanding of the central concept. 


Let's look at some examples: 
a) "The dog exploded. 
b) "Never was the devil so gentle. 


c) "The song shattered feelings". 


In the case of "a", literally a dog can explode by means of an 
explosive detonation, although the explosion produced by excess 
air or other gas is also called blowing up. The most logical thing 
is to think that this is a metaphor, the most reasonable thing is to 
accept our incomprehension and ask for more information. 

In the case of "b", it sounds like a saying, although ad hoc 
you might think that it speaks of a very skillful thief, or of a 
domestic animal called the devil that has a soft coat. 

In "c", it is obviously a metaphor, probably in favor of the 
song unless it is irony. 


We can see how the metaphorical dimension of language, 

together with the deixis, makes an absolutist interpretation of 
content practically impossible when a phrase is taken out of its 
context. Now, returning to the concept of fortuitous causality. 
Is it possible that the phenomenal reality is nothing more than an 
absurd concatenation of isolated facts and events that are 
interpreted ad hoc by our sleeping minds, which avoid by all 
means to wake up? 

It is impossible to think the unthinkable. Any imaginable 
sequence is liable to become reality, from flying to never dying. 
In Borges' book "Fictions", a story more faithfully expresses this 
feeling that everything imaginable is creable. The story is entitled 
"The Library of Babel". In this library there are infinite volumes 
with all the possible combinations of characters and numbers. In 
this library you can find both "El Quixote" and the book you are 
reading right now. 

This concept gives us insight into the dimensions of our 
prison. You can't think the unthinkable. Although the same 
fortuitous causality leads us to think that a new concept can be 
created. The unthinkable, the impossible, can be made real by 
means of an ad hoc justification. 

It's just a matter of creating. What is your dream, reader? To 
be a millionaire, a famous basketball player, a mediocre actor, a 
singer, a sick man who has recovered. Dream reader, dream that 
everything is possible, but once you are tired of dreaming try to 
think the unthinkable, what words do not say, what signs do not 
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represent. That's the biggest secret. The inconceivable. 
Throughout the book we will try to see the ways to avoid falling 
into fortuitous causality, although this is virtually impossible, 
since the mind is programmed to create meanings and causes, this 
is what we know as the normal condition of being, contrary to 
madness. The exacerbation of this normal condition is called 
alienation. The meaning of the phenomenal is given by consensus. 
We must dance to the rhythm of the real, although we must keep 
our anger at the fact that what is called real by all is not what we 
call reality, as Galileo said internally "and yet it moves”. This 
adaptation to the paradigmatic reality is key to the creation of new 
realities. In order to invent first we must know what is already 
invented. On the other hand, the simulacrum of adaptation to what 
is called reality is a way to be cured of madness (or excess of 
normality), since what defines an insane person is the symptom, 
as the disease does not present symptoms, it simply does not exist. 
The reader should consider the goal of creating the 

impossible. But first observe the rules that govern your 
phenomenal reality. Always remember, the real perceived with 
fascination leads to madness, do not be surprised, just enjoy the 
dream of the real, soon (if you are lucky) you will be awake. 


11 


Chapter Two 
"Who sleeps" 


Who hasn't ever thought of life as a dream in which nothing 
can be too much retained, in which what we had yesterday, today 
is a memory? The answer is: We have all or almost all fantasized 
about this, but what is it that makes us realize that we are not 
dreaming? Answer: Dreams. 

Dreams are our greatest connection to reality, as they are 
corroboration of the phenomenal. The contrast of dreaming with 
waking up is what lets us know that we are not dreaming. Antonio 
Machado wrote: 


"Between living and dreaming there is one thing... the 
awakening!" 


It is that awakening our anchor with reality. How could we wake 
up if we are already awake? But did we realize in our dreams that 
they were? Yes, sometimes we do. Believing that life is a dream is 
a fantasy and a hackneyed thing if you will, but I would like to 
introduce a new concept into your mind. That of the sleepers. Call 
a sleeper any person who 1s not conscious of reality in a sense of 
phenomenal concatenation perceived as an agent and not as an 
object. A sleeper is someone who lives mechanically, sometimes 
all his life. 
According to this point of view, one can live in two ways: 


1) As an agent. 

2) As an object. 
An "agent" can be considered to be anyone who succeeds in 
performing the acts he or she plans. Whether it's leaving a party 
because they feel uncomfortable, or eating the wedding cake 
before the wedding. But do agents really exist? You may have 


already noticed 
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that our actions are responses to external stimuli, always. If 
someone asks you what time it is and you answer Guatemala, 
your answer will be taken as a_ sign of madness, 
misunderstanding, aggression, irony, etc. Any answer is an 
answer, even silence is a testimony of non-existence, such is the 
program of the universe, there is no way not to participate. The 
concept of agent could be taken as non-existent, if it were not for 
its contrast with the concept of object. 

A person functions as an object when he or she performs an 
action in response to a phenomenal perception against his or her 
will, or without his or her own consent. For example, you lose 
your job (phenomenon) and fall into a depressive pit. This is a 
normal reaction, but it is not a pleasant, or desirable reaction. You 
are the object of circumstances. Being an agent you would opt for 
a solution or resource that would lead you to get another job, or to 
earn money in some way; it can be observed that in this case you 
would also be an object of the circumstances, but not in an 
unpleasant way, and in a lesser way than in the first case. 

However, this was only an introduction to what is really the 
concept of sleeper, named at the beginning of the chapter. A 
sleeper is a person who does not know his or her own reality 
paradigm. He lives as an object of the circumstances, without 
collecting information about the events that happen to him, 
without creating a "map" of the real; without naming what 
happens to him, in more vulgar terms, this person is "dragged 
along by the current of the real", without perceiving the 
commands and strategies of achievement that are constantly 
offered to him. 

But what do I mean when I talk about commands and 
achievement strategies? When we perceive reality, we notice that 
there are events that repeat themselves constantly. In perceiving 
these events, we give them a name, usually the name that is 
established by the society in which we live. When we want to 
interconnect named elements, we have what Piaget calls 
"cognitive conflict. This conflict is what motivates us to collect 
more and more data about the phenomena, and thus create a map 
of predictability of the real. We know that the sun rises in the 
morning, that an hour has sixty minutes, and so on. These are data 
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We have a strong foundation on which we base our concept of 
reality. Piaget's cognitive conflicts are common to all people; they 
are a fundamental part of the learning process. 

The commands are achieved by perceiving that there is a 
relationship between our responses to the phenomena, and the 
subsequent, consequent phenomena. I notice that by moving the 
head from side to side this response is perceived as a refusal, or 
rejection of an offer, etc. It is a basic command. 

An achievement strategy is a series of commands verified by 
phenomenal responses, which is often used to fulfill a purpose. I 
have learned that money is used to acquire goods and services. If I 
want, for example, to buy a house, my achievement strategy must 
be based on getting money, which is the means that will give as 
an answer the acquisition of the property. This is a basic strategy. 
It is common to people. 

A sleeper is subject to the events of his life because he does 
not know his own map of reality. He only perceives his own 
responses to events, but he is not aware of the power to change 
reality, to create it. 

The concept of sleeper is also relative since we are all a bit 
sleepy, but its real dimension takes shape in contrast to its 
antithesis: the player. 

A player is an agent and not an object, dominates 
commands and advanced achievement strategies, and perceives 
the real as a game in which, if you know how to play, you can get 
what you want. A player creates his map of reality to his liking. It 
changes the paradigm, it doesn't trust the precedents. He knows 
that everything that can be thought can be done. 

A higher instance is those of the Buddha, which means "the 
awakened one". But how does one reach this state? What is called 
awakening? For the time being, the reader is left with the concepts 
of sleepers and players; we will talk about Buddha later, when I 
must refer to the concept of no-mind and all that it implies. 
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Chapter Three 
"What is awakening" 


The awakening of the soul is the state known as Nirvana, 
reached by Buddha. The awakening is not to die, it is to perceive 
the super-reality, a new dimension of the real. Beyond the map of 
the real and the conceptual, beyond language. The awakening of 
the soul is a state in which the programming language of the 
universe is perceived. To be one with creation is to awaken. To 
know that everything is possible is to awaken. An awakened 
person can leave the prison of the body, escaping the chains of the 
senses; not by losing them, but by using them as an interface for 
the programming of the whole universe. Whoever looks for the 
truth of the universe in words will be far from finding it, whoever 
asks does not know. Whoever questions nothing, conceives 
everything as it is. 

However, this perception of everything as it is sounds a little 
like the description of a sleeper. The awakening of the soul is not 
permanent. He who awakens forever becomes one with the 
universe, and ceases to exist to become part of the quiet engine of 
the cosmos and of all that is cognizable. This is not my goal, but 
to seek the awakening of the soul as a means of calming the 
craving for knowledge, as a strategy of meditation, and as an 
initiation to the stage of the player. 

Based on my own experience of my soul's awakening, I will 
try to describe something of what I remember perceiving as the 
programming code of the cosmos. 

The real, the cosmos, the universe; they are developed in our 
minds under denominations called words. Words pretend to 
represent what we perceive, and disguise the non-representation 
of the unperceived. You have this book in your hands. Do you 
perceive the infinity of the universe? Does the person who lives 
two blocks from you exist? 

A very interesting concept was revealed to me in a book 
about ninjitsu. How to be invisible. To learn how to be invisible, 
you first need to know what it is to be invisible. For example, I 
am currently located in Argentina, and I am invisible in Turkey. 
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This lateral way of seeing the real, is largely related to the 
programming language of the universe. The mind disguises the 
non-existence of Turkey by remembering what was learned based 
on a given phenomenon: Turkey is a country: Turkey exists. 
Words program our universe, the phenomenal is apprehended 
through the senses and processed through language. But is _ it 
really so? 

A phenomenon can only be perceived once. Already 
mentioned, this phenomenon is the recreation of the first one by 
means of the paradigmatic phoneme that corresponds to it. A tree 
is all trees, otherwise it would be another phenomenon. The code 
can be "understood", through logical strategies of decoding. A 
word contains thousands of meanings, therefore thousands of 
related phenomena, and then thousands of possible answers. 

The word "Monkey", can be understood as the name of an 
animal, synonymous with one, and so on. But there are other 
meanings that are not contemplated by consciousness. For 
example, "Monkey", can be broken down into Mon-Key, perhaps 
a name, perhaps an epithet that refers to the object "Key"; perhaps 
for those who know some English it resembles the writing of 
"Moon- Key"; etc. To go even further I could take the word 
Monkey as a mnemonic reference to: 


Multi- 
Orgasm 
Key 

Or maybe: 


Any other acronyms that you wanted to insert here. 
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Certain types of madness focus their psychotic strategy on 
morphemic deixis. | have already spoken of the imprecision of 
language in terms of the extraction of a phrase with respect to its 
context. Morpheme deixis, which I also call "conjecture of 
conscious morphemes", is the belief that extra-linguistic 
morphemes exist within words, and that these morphemes hide a 
meaning, often called "divine message" or "revelation". 

We know that morphemes have an etymological root based 
on Latin and Greek voices, etc., in the Spanish language. An 
example will suffice to understand this concept. 

The sentence: 


"The devil is in the details. 


It could be understood through this psychopathic paradigm as 
follows: 


"The dev ill is in DD tails". 


The psychopathic feature can be appreciated in the capriciousness 
of the interpretation. In "Tails", "Tails" (pseudo-morpheme) is 
taken as the reference of "Tail" and not the "details" named 
completely in the phrase. It is obvious that it could be "Tail’s", 
interpreted as belonging to the tail. Although on the other hand 
the word "is" could be interpreted as the phonetic form of the 
letter "S" in English, where it would give the same result, "Tail S" 
or "Tail Small". 


This type of psychopathic paradigm is very interesting since 
it is a very rich introspective resource; all the meaning that is 
given to a phrase by the "conscious morphemes" is testimony of 
the mnemonic content of the mind and not of current external 
influences. Any interpretation of sentences either by this 
technique or by ordinary language, is a faithful testimony of the 
content of the mind. Especially in the case of psychotics, where 
reality as consensus is secondary and the map of the real is 
concomitant with the 
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references imposed by the social plane. It seems ironic but this 
altered reality is more "real" than the reality of social consensus. 
Madness is the gateway to the not-mind, the awakening of the 
soul is nothing but a controlled madness, some call it genius. For 
practical use call this concept Awakening. 
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Chapter Four 
"The mind and the not-mind". 


The mind is the virtual space where the universe occurs. 
Phenomena are products of the mind. Events happen and 
everything seems to be part of the flow that presupposes the 
course of reality, time flowing into the past, dragging what has 
happened, from which we only take vectorial, paradigmatic, and 
not testimonial denominations. The main resource of the mind is 
to erase the non-essential, and to catalogue what is perceived as 
useful. The more specific the denomination of a phenomenon is, 
the more real it appears to be. This is the simulacrum of memory. 
The real is only perceived once. To know is not to know. To see 
without naming is to see in reality. 

A more graphic description of this vision of "mind" can be 
deduced from the following anecdote. One of my guitar students, 
a Mr. X in his seventies, is a lover of folklore. He asks me to 
teach him a zamba. I go on to teach him the A minor chord, a 
basic position to harmonize the zamba required by my student. 
Finger one string two fret one, finger two string four fret two, etc. 
The student repeats aloud trying to memorize the position by 
means of apparently testimonial data of the phenomenon. After a 
considerable effort, he seems to have learned the chord, although 
every time he practices it he must refer to the testimonial file in 
his mind. Finger one string two, etc. When I try to teach him the E 
major chord, he proceeds in the same manner. Finger one string 
three, etc. I try to teach you a vector mnemonic strategy. "The E 
major chord is similar in appearance to the A minor chord, you 
just have to raise your fingers one string while maintaining the 
corresponding distances. The answer is the same: finger one string 
three and so on. It seems to work like this. The problem is that 
when you need to change the chord quickly, you must refer to the 
testimonial file in your mind that is read diachronically and not 
synchronously like the vector data. This cognitive error can be 
taken roughly as a testimony of the sleeping vision of reality. 
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In order to function properly in the realm of the real, we 
must adapt ourselves to vectorial mnemonic strategies, which are 
the motor of the mnemonic apparatus and never to the testimonial, 
which is a decompression of the vectorial that can be carried out 
ad hoc through the use of emotional strategies, which create in the 
moment the memory we have of a certain phenomenon. We must 
only record what emotion we feel when a given phenomenon 
occurs in order to refer to the testimonial starting from the 
vectorial. The broader our conception of feeling, the broader the 
spectrum of sentimental concepts installed in our mind, the more 
testimonial the memory of a phenomenon will be. Language is 
indicative and only by knowing this dimension of it can we have a 
complete concept of what the mind is. 

Now, what is the no-mind? It would be hasty to think that 
one arrives at the no-mind by not thinking. The concept of no- 
mind refers to an assimilated conception of the real. A synthetic 
understanding of the real. It is indispensable to pass through an 
intellectual phase in order to arrive at operating through the no- 
mind. By using the operative commands of reality in a synthetic 
way, the phase that I have called "command call" is suppressed. 
This command call is nothing more than what my guitar student 
was doing when he tried to remember. Once a command is 
apprehended it must be suppressed. This shortens the time of 
"change of chord", this way it is possible to be more operative in 
the present and to manage to be an agent in a more absolute sense. 
When we perform a command call (finger one string two etc.) we 
lose time waiting for the answer from reality. The empirical 
contrast is fundamental, since if we had the security that such 
action is in a certain way we would not have to refer to a mnemic 
print but to a vectorial pattern, and in a degree of greater 
operativity to a synthesis of the real. That is: the not-mind. 
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Chapter Five 
"The phenomenal vs. the unconscious. 


It is necessary to further specify the concept of phenomenon, 
in order to use it in contrast to the unconscious. How the non- 
latent is perceived and to what degree the unknowable 1s real. 

A phenomenon is any event perceived by the senses in a 
context of reality, being real the world of the perceived based on 
social and cultural paradigms; sub-real the oniric and super-real 
reality any unknown universe that cannot be expressed through 
symbols. The compendium of ideas and concepts used to analyze 
reality and to operate in the three categories of reality mentioned 
above is called meta-real. 

The driving question in this chapter is: To what degree is the 
unconscious real? 

The paradigm I use to create my map of reality is highly 
self-centered. I know that there is no way not to exist I as an 
operating unit, either through mind, non-mind and even non- 
existence, I propose as an axiom the following premise: 


"I, as an operating unit, am the center of my universe, and the 
only indication of reality that I know, it being impossible to be 
expelled from the universe without the destruction of the universe 
itself; where I am, there will be my universe and I, and I alone am 
the architect of my phenomenal reality. 


Given this axiom the unconscious has no place in my map of 
the real, and this leads to think that events perceived as 
phenomena, which appear to be consequences of previous events, 
happen in a chaotic way, and it is my mind that creates cognitive 
strategies to predict future phenomena and thus be operative with 
respect to the real. 

What is happening now in, for example, Egypt will be 
perceived as a state news, and not as a phenomenon, being thus 
the space required by the memory, much less than the 
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imaginable. "In Egypt a woman dies. This news of state is 
transformed into meta-reality, since my mind recreates the 
concept of woman, of death, of Egypt, etc., with an almost null 
amount of psychic energy since besides using vectors without 
emotional charge, the mind creates the scene, in case it seems of 
some importance, to its taste. The unconscious is not real. The 
unconscious is recreated in the mind as hypotheses of previous 
events that caused the phenomenal. The phenomenal 1s the real. 

Reality pleases us to a limit of what we consider possible. 
When something impossible happens, it moves into the realm of 
the possible, when it is repeated it is named and assimilated. 
When the apparently unreal exceeds what was foreseen either in a 
complacent or unsatisfactory way, madness appears, which as it 
has been said, is a previous step to the awakening of the soul, 
although as it is known by all it is a necessary but not sufficient 
condition for such state. One can fall into madness forever. Call 
this iterative process the loop of no return. 

This non-return is a reiteration of mental processes tainted 
by cognitive bugs. A cognitive bug is a mental tool or resource 
that is poorly developed or maliciously implanted by the system. 
According to Gestalt theory, "the whole is more than the sum of 
its parts". Many times the psychopathic iterations are based on 
perceptions of the parts of the phenomenal as more important than 
the set of perceptions and even more important than the mind 
itself. The conjecture of conscious morphemes is an example 
already mentioned. There are those who are fanatical about 
numbers, but do not do so methodically. Their purpose is correct, 
their image of achievement too, but they lack the necessary tools. 
Without a proper "debug program", one can fall into the above- 
mentioned no-return loop. The process of exiting a loop is called 
system tempering. Most of the time system tempering is achieved 
by stabilizing the emotional apparatus. For example, if a person 
sees ghosts she can be classified as schizophrenic, according to 
the medical-psychiatric paradigm. In another area, he can be 
classified as a medium. Everything depends on the emotional 
reaction to the phantom stimulus. In what is a ghost. It does not 
seem to me 


22 


It is stranger to perceive a ghost than to watch television. The 
difference is that in my universe television is a normal thing. It is 
of social consensus. 

In conclusion: according to my paradigm of the real, the 
non-consensual exists only when the action called state news 
occurs. Only then does the mind transform it into meta-reality 
through the vectors perceived as phenomena, the news is not real, 
the vectors are a concept, a tool. The non-conscious does not 
occupy a place. The World does not "run" (as a program) all the 
time. The real occupies little memory. Let us take the following 
anecdote as an example. 

A few minutes ago, as a break from writing this book, I 
started playing an old eight-bit computer game. This type of 
Arcade games, despite the little memory they occupy in the hard 
disk are very difficult to play, and in the age of Arcade rage, those 
who managed to beat the machine became celebrities, such was 
the difficulty of these games. What I want to rescue from this 
experience is how, a simulation of intelligence, in as much as it is 
capable of making decisions within a virtual universe, is capable 
of easily defeating a human being, supposedly endowed with 
more advanced thinking strategies. This is a key point for success 
in Our experience as operators of the real. It is not so much our 
intelligence that matters, but the rules of our universe, and if we 
manage to assimilate and synthesize those rules, then they can be 
broken and replaced by others and in a final instance of 
enlightenment, by the awakening of the soul. Let us remember 
that the unconscious does not exist as a phenomenal reality, but 
only as mere news, and when it does not even reach that, it does 
not exist at all, and is treated by the mind as simple descriptive 
vectors of a paradigm and not as a reality. Learning to 
discriminate between phenomena and news is one of the 
fundamental conditions to achieve the awakening of the soul and 
not to overload the mind with conjectures, which ultimately 
describe something non-existent. 
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Chapter Six 
"The auditorium". 


The topic of teatrum mundi refers to the conception of the 
world as a theater. The word "person" used to call the characters 
of a theater. "Person" means mask. Everyone chooses what type 
of person they want to be, but it is obvious that in most cases one 
is urged to be a certain type of person. The environment 
conditions us, sometimes the abuse generates resentment, and we 
choose to be a person, cruel, or perhaps just the opposite. Perhaps 
a spoiled child becomes a failed adult, perhaps a grateful and 
successful man. It is then that the concept of random causality 
reappears. Everything is a product of conditioning, for better or 
for worse, I am totally against this theory, I believe that one 
chooses one's person, one creates it based on the conclusions one 
reaches through the analysis of the real. Perhaps an abused child 
becomes a cruel man because he thinks that otherwise he will be 
vulnerable. It is in itself a strategy. 

Conceiving the world as a theater leads us to think about 
who is watching us. I call this sensitive entity "The Auditorium”. 
It is not known that it is the auditorium, although it is named by 
all religions and beliefs. The audience judges our actions. The 
audience is God. But not a creator god, but an observing, 
cataloguing god. He is not the programmer. Nor is he "the" 
program. As social beings, we perform our actions for an implicit 
audience. Our mind thinks words, we talk to someone all the time, 
in theater this is called soliloquy. Who has not ever felt the gaze 
of the audience. Who has not fantasized about an accident, a 
tragedy, suicide, etc. Just to please or displease the audience. 

I remember a very interesting anecdote, related to the 
audience. I was walking with the one who would become my ex- 
girlfriend in a few moments. We were arguing because of 
jealousy on her part towards one of my best friends. I couldn't 
stop smiling. 
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"What are you laughing at?" she shouted at me. I didn't know 
what to say to her, I gave her a kiss and changed my course to 
walk down a parallel street. As I walked down that street I 
couldn't stop laughing, it was so funny that scene. I felt like I was 
inside a theater and I was the main actor. 

Perhaps the audience is a kind of super-consciousness, an 
inert observer. The look without the eyes. The accident without 
the substance. In this theater that is the world there are Players- 
actors (PLAYERS), but there are also people who do not know 
the concept of fteatrum mundi; these are the _ sleepers 
(SLEEPERS). The PLAYERS like SLEEPERS, do not know why 
they are in the world, but unlike the latter know well that they are 
in it. 

The audience looks through our eyes, and if we allow it, 
commands our actions. This happens when we are the object of 
circumstances and not agents creating realities. 
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Chapter 7 
"How to face the audience”. 


"The audience perceives, he is alien to me. I know well that 
Iam, because I think, like Descartes, 

But I also know that the audience is. I do not know what it is, I 
only know that not only do I perceive, but I am also perceived". 

This "Auditorium" seems to be the presence of the other, 
seen in a totalitarian way, the others are the auditorium, the others 
are the other. But this belief in the existence of a conscious 
otherness seems to be related to the concept of teatrum mundi; 
according to this philosophy the others are part of the great 
spectator. But 
Will that viewer be the still engine, or perhaps a sleeping God, or 
a waking Buddha? 

It is interesting to observe how in this ego-centric theory of 
reality the need for the presence of another who is looking, and 
the importance this entails, appears. We take action because 
others observe. That was the gift of the fruit of the tree of the 
science of good and evil, in the ancient biblical story, "They shall 
be like gods", said the serpent and then Adam and Eve covered 
their sexes. What does this hiding of the sexual imply? This need 
of acting for the other did not exist before they ate the fruit; eating 
the fruit created the otherness and the notion of nakedness 
developed the first theatrical feature of those beings: they already 
had clothes. 

The audience sees through the eyes of the other, which hide 
the great mystery of how we really are, since this autonomous unit 
that is the body works as an interactive console in the first person, 
one can not turn away from oneself to perceive. We know 
ourselves through the reflection that the other one gives us back, 
we are what the audience reflects. 

But, perhaps this impossibility of perceiving ourselves is 
what Plato called the prison of the body. Man decides what to 
disguise the prison to transform it into a mask, into a person. In 
ancient Spanish, prison meant chain. This hiding of nakedness is 
perhaps a hiding of the chains of being. We all act the role of 
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nonprisoners, shame of our nudity-chains that we hide with 
clothes, of any kind. Only on special occasions do we decide to 
show our nudity. The lovers undress, the nudists pretend to 
transgress the norm, but they only manage to enlarge their prison, 
they show their chains in authorized places. 

The auditorium seems to be the answer to the mystery of 
death. This otherness that observes us is perhaps a reflection as 
well, perhaps we believe we are being observed, immersed in a 
hallucinatory autism that guides us through paths of sleepwalking. 
It is necessary to define the concept of the auditorium once again. 
The auditorium is the supposed external observation of 
phenomena reproduced by our body in interaction with other 
beings; it is part of our non-being in function of the being of the 
other. 

How do you deal with this vision of the world where 
everyone is one separate from oneself? The answer is simple: 


Acting. 


This acting allows us to experiment with the real thing, I may not 
be successful but I act as if I am. This is simple learning. It is 
experienced by being other people, here begins the simulation. To 
be according to the circumstances is to act. Every player must 
know how to act. Perhaps the reader cannot imagine how this 
acting ability is achieved. It's simple, think about situations in 
your life. Are you the same when you talk to your boss as when 
you joke with your friends? Entering a store and asking for a 
certain product through a pre-designed dialogue is not acting? 


There is only one way to face the auditory and is 
acting! 


ah 


Chapter Eight 


"The love-engine." 


From a naive optimistic perspective, love seems to be the 
engine of all actions. But it is wrong to take love by a one- 
dimensional definition that only understands what is pleasing and 
right. Love as a motor can be contemplated from the conception 
of "passionate" love in the case of human actions. We already 
know that the word passion comes from the word suffer. This 
suffering love was for centuries the basis of religious beliefs. God 
vomits out the lukewarm from his mouth, says the Bible, the 
Christian God is passionate. 

But does this paradigm of passionate operation work in the 
real world? Passion as the engine of the world seems to bring 
about both acts of daring and wars, both kisses and punches. 

It is preferable to conceive of love as an engine of our 
actions, just in case it is taken as a guide to be correct, although 
correctness and efficiency do not always go hand in hand. 

Sleepers perceive love as a flash of awakening of the soul, 
loving is very similar to awakening, and perhaps the sensation is 
the same, but it is clear that just loving does not necessarily lead 
to awakening of the soul. Awakening is knowledge, and love is 
security. 

Love acts as a drug that recreates the certainty that we are 
before the adored person, the perfect god, the most beautiful 
poetry, etc. The truly awakened doubt even of love itself. Taken 
as a Stage of thought, love develops powerful tools to act and 
operate in the theatrum mundi. There are mothers who live a 
lifetime of sacrifice just for the love of their children. Soldiers go 
to war for love of the country. Love seems to be a good motive 
for action, but it is foolish to be guided by this feeling alone, 
especially in the case of passionate love. 
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The love-engine seems to be part of the audience, we seem 
to believe that the audience performs actions out of love, and 
since we have come to the conclusion that the audience is the 
otherness, it seems that the others perform their actions out of 
love, or just the opposite. This brings us back to the childish 
thoughts of either love or hate, but perhaps the phenomenal 
experience of failure on any scale is more related to a person's 
operational performance than to the phenomenal response of the 
auditorium. Let us not forget that everything we perceive is 
illuminated by the light of our consciousness, the world is made to 
our measure, only to please us, only not to awaken. 
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Chapter Nine 
"Waking a sleeper." 


Having already achieved the awakening of the soul, the 
reader can undertake the adventure of trying to awaken a sleeper. 
How do you wake up a sleeper? Perhaps our worldview is 
analogous to the worldview of another being of knowledge whom 
we call a sleeper, perhaps he will call us X in turn, as he has tools 
to handle himself on the map of the real even better than we do. 
But since this is an ego-centric view of the world, we can calmly 
think that our view of the world is, insofar as it is perceived by us, 
the best one can have. The being of knowledge who has achieved 
the awakening of the soul will seek companions in the adventure 
of discovering the unknowable, of unraveling the secret of the 
universe. 

To wake up a sleeping person, one must proceed with 
caution. Perhaps young people are the easiest to awaken, because 
their structures of perception of reality are not isomorphic enough 
to reject a different view of the world. By isomorphic vision I 
mean a vision that fits circumstances to previous theories, that 
creates ad hoc hypotheses, as it was taught, only to continue in 
the sway of non-awakening. Awakening is uncomfortable, 
perhaps if the sleeper is not a being who seeks the truth, he will 
feel a discomfort in this awakening of the soul, in other words he 
may go mad. Many schizophrenics are poorly programmed 
awakenings, or emotionally unstable people who do not tolerate 
the non-reality of which they are a conscious part. This brings 
with it the non-operability, and this, the deficiency of the 
cognitive system. 

Why would one try to awaken a being knowing that this 
being is part of the audience? Perhaps only for investigative 
reasons or perhaps out of love. Since the mind recreates 
everything we perceive, there is no way not to be alone and in 
turn we are always accompanied by ourselves, such is the 
paradox. The attachment to a being alien to our person can 
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motivate us to try to wake him up, but we must never forget that 
whoever wakes up can never sleep again. There is a certain beauty 
in sleep, but it is nothing compared to the wisdom of the 
awakened Buddha. 
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Chapter Ten 


"Theatrical drills." 


"Every action is a simulacrum that hides the true intention of 
the pleasure of the mask, the ultimate art of the non-existent being 
that we carry within. All laughter is for others, all tears too. There 
are only simulations. Beyond this there is a possible action that is 
not simulated, it is for oneself, it is done in solitude and to 
discover it is to discover the secret of the world and of the theater. 
Behind the scene the actor is who he really is, he stops being the 
mask (the person) to become the immutable and the eternal". 


When I talk about simulation, I mean the actions of the 
"players". When it is discovered that all perception and all 
phenomenal reality are the product of a reflection of the stimuli 
we emit, there is no other option but to simulate, since evading the 
system is equivalent to going crazy. This madness could be 
defined as ceasing to operate consciously and intelligently, and 
passing to a plane of emotional operational iterations, in which 
the mind is dominated by the sentimental. When one discovers the 
farce of the world, one can only go with the flow. Once you have 
learned the rules, you can begin to change them, since everything 
imagined can be realized. The impossible is possible from the 
very moment it is imagined, since there is no_ substantial 
difference between perception of the imagined, and feedback of 
the real. Everything is created by the simulacrum of the real, 
everything is developed in the same place: the human mind. 

Simulation is the basis of all human behavior, although it is 
unconscious in the case of sleepers, it is (and should be) 
conscious, in the case of players. Simulation is the basis of the 
irrationality of actions. The irrationality of actions is the name of 
the actions by which the degree of unpredictability becomes 
infinite. Performing unpredictable actions delays the reaction of 
the audience (the otherness), which otherwise would be at an 
advantage since the response time to 
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stimuli plus the time of reading them will always be superior to 
the return of the system, that is, the phenomenal reality. By 
performing unpredictable actions we are the ones who have the 
chronological advantage, and we can even predict the behavior of 
the audience. The predictability of human behavior is used 
statistically. The human sooner or later ends up doing the obvious 
in most cases, and the audience collects data to predict our 
actions. As if it were a police novel, we give indications of what 
is going to happen, this is what the philosophers who speak of the 
creation of reality by humans refer to. The real must exceed our 
imagination, we must create more and newer scenes, in order to 
overcome the response time of the audience, surprise is the basis 
of success. 

What do you gain by conducting simulations? It is not a 
question of profit, but of operation. A wounded man cries out for 
help. The wound itself may cause a cry of pain, but the language 
itself is already a simulation of pain. That cry will be different 
from other cries, it will carry the emotional charge that, in 
addition to the request for help, "sells" the product that one wishes 
to offer, in this case, the entrance to mercy for a fallen person. 

The games are constant. Sleepers give up their seats on 
trains to respect social rules. This is in itself a simulation, similar 
to the reading of a script. The social is simulated. One can only be 
sincere with oneself, but never with otherness. Language 
indicates, it acts. There is no non-emotional language. There is no 
such thing. By this I mean a language that expresses concepts 
inherent in the real. Numerical language is non-emotive, but it 
only serves as an analogy. Any word has an emotional charge. 
The brain wanders through the meanings as it receives the 
message. The simulation makes it fall into the trap. The theater of 
the world is kind to actors and cruel to the sincere. In order to 
relate in a correct way, one must know how to simulate, and also 
how to dissimulate. To simulate is to pretend, and to dissimulate 
is to hide. The function of simulation seems to be to make others 
believe that the appearance of a thing (its accident) is equivalent 
to the substance. A man dressed as a policeman, standing on a 
corner, appears to be a policeman. He only needs the consensus of 
what society calls police 
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But what happens if the social is corrupted and a nonpolice person 
receives a police "badge"? It seems that this accident (the 
credential) is enough to become a policeman. Then we notice that 
the person we are is given by an attitude of our own, a disguise, 
and a socio-cultural endorsement. Then the concept of the police 
changes. Beyond the duty of this official, the bureaucratic seems 
to be and prevails. A role that accredits the identity, is the identity 
itself. Such is the simulacrum of the social. 

A simulation in the theater of the world is a performance 
within a performance. The poet pretends to be a poet and writes, 
the suicidal person pretends to be a suicide and kills himself. It 
seems that farce is one of the motors of the social scheme. A 
player must know perfectly how to develop these farces, to 
anticipate the actions of the audience and get an advantage in the 
game, predict the future, like a chess player who thinks several 
moves beyond the next. A player is thus an illusionist, he can 
deceive through the real. He can deceive himself first, and then 
discover himself naked with lies before the map of the truly real, 
the non-existence. 
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Chapter Eleven 


"Learning to say goodbye." 


"And like a specter wandering through the world man could 
never possess anything. Already dead he asked himself, "What do 
I possess? What you have lived, I answered." 


All the time (at all times) new situations arise. Nothing can 
be taken for long, only the perishable can be perceived. The only 
lasting thing is the being, and even that entity is mutable. The 
world changes us. If today we do not believe what we believed 
yesterday, are we the same people? No. Not the same persons 
(masks) but the same beings of knowledge, in a different stage, 
evolved. 

Letting go, learning to say goodbye, is fundamental to 
survival in the world's theater. Children enjoy new phenomenal 
experiences all the time, but it seems that as we grow up we 
develop more and more attachment to things, and especially to 
moments. "Hopefully this will last forever", is a phrase known to 
all and enunciated by many. But is it good that something lasts 
forever? It is clear that it 1s not possible. Everything changes, 
even if one wanted to repeat a situation and even if exactly the 
same conditions were met, the mere repetition would be a copy of 
the original experience. You only live once, maybe you can repeat 
it, but the first time only happens once. 

To evolve as beings of knowledge we must lose attachment 
to material things, and accept losses of other beings, because our 
companions of the scene are constantly changing. So if one liked 
the situation X it is useless to try to repeat it, but one can think 
what is the situation that follows X, which is better than X even. 
A player must learn that all the time you are born. Every day one 
1S 
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a new person, the scenario changes and if one does not conform to 
the new paradigm, it becomes obsolete, disposable. 

When experimenting with the real thing you should know 
that it is very similar to a game in which the "stages" (or also an 
area of a theater) change continuously. One must learn the 
attachment to novelty, because all the time new things happen, 
which more and more please our senses. To achieve the 
awakening of the soul, one must understand the language of the 
world. Once you understand that you can possess everything 
conceivable, you can begin to long for the unthinkable, another 
level of "mind", another multidimensional paradigm in which this 
mind X that we possess is inferior, of lesser quality, where 
impossible means nothing. And then the next instance, where one 
is god and with god. That's the goal of a player, and that's why 
you have to learn to say goodbye. 

A good player knows how to start a new stage and leave 
behind the accessory to capture the fundamental, new concepts, 
knowledge, paradigms. Objects are tools, we are only left with the 
experience and the taste of what we have lived, which in final 
instances means nothing. 
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Chapter Twelve 


"Ten rules to never die." 


What does it mean to die? From our point of view, to die is 
to stop operating and to lose the power to modify aspects of the 
map of reality, as well as to stop being perceived as interactive 
entities. 

The goal of the players is not to die. To manage to escape 
from the prison of the body but without passing through the 
transition between the life and the death, besides being able to 
operate on the cognoscible with privileges of administrator, as 
programmer. That is the end of the game. Throughout my 
experience as a player | have managed to summarize the 
strategies for not dying in the following rules that facilitate 
reaching the end of the game. 

The rules are as follows: 


1) Observe the behavior of reality before acting. That is, 
to assimilate the real, however strange it may seem, and act 
accordingly. Never reach conclusions from unjustified premises. 
Always doubt, and understand that the real implies rules that must 
be followed. Only a complete understanding of those rules can 
lead us to achieve the capacity to modify them. 


2) "Do not perform dangerous actions that have not been 
previously practiced. This is, for example, if you want to do a 
somersault, practice with a mat first, learn the steps prior to 
extreme actions. If you cannot run fast without shaking, you will 
hardly be able to turn in the air, since although this action does 
not imply great strength, the body needs to get used to the strange 
conditions such as being upside down, etc. In an extreme 
situation, previously learned actions must be performed, this is 
key to success in 


ay. 


system operation of the real thing, learning is the previous step to 
perform. 


3) ''To doubt one's own perception. If in your paradigm of 
reality pigs don't fly, and you see a pig flying by, leave it as your 
last option to believe that pigs started flying. Generate 
hypotheses, even believe you are hallucinating, simulate. Disguise 
and if necessary ignore the phenomenal anomaly. Always 
remember, only those who take a strange perception as a source of 
anguish and do not justify it through a paradigm are crazy. If 
necessary, change the world, but do not ask that the world be 
molded to hypotheses or conjectures of the first degree. 


4) ''There is only me and otherness. That is, each being is 
an advocate for himself. If you make a mistake, do not flagellate 
yourself, the audience is enough for criticism. Positive attitude is 
the flag that good players carry. Otherness always gives an 
opinion, when you have a good plan; one that you don't doubt, 
don't discuss with anyone. Write it down, analyze it, and finally 
carry it out, but never let otherness destroy it. No one envies what 
he does not see. Do not display your treasures, be humble always. 


5) "The body is virtual but the disease is real. The fact 
that the body is an illusion of the system of the real does not 
imply that it should be mistreated. It is well known that the body 
often shows the state of the soul. 


6) ''The best answer is in oneself. Reality is a reflection of 
our emotions, our eyes give color to what is real, they dye it with 
the emotion that reveals us. Each being knows the answer he 
expects to hear, when in doubt know that what you are looking for 
is nothing more than what you yourself will produce when reality 
reflects the stimuli you provide. Save steps, the answer is in you. 


7) ''The system pleases all beings, sleepers and players 
alike. You will be able to achieve what you set out to do 
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as long as you have a correct plan of action and a sound vision of 
the map of your reality. Everything you want will come true, but 
always remember that your purpose is not to accumulate goods, 
but to finish the game. The game can be won, it is not impossible, 
the mind makes it possible, wake up and you will see that your 
objective is beyond the imagined, and that what seemed 
impossible was only an illusion. 


8) "The console mode is overwritten by schizoid 
commands. The form of operation of reality in which you are 
located is interactive. To access console mode, where you can be 
the programmer of reality, you must achieve soul awakening. 
Schizoid commands are highly’ ego-centric phenomenal 
perceptions. The way you perceive the console mode is unique to 
each being, and how it is programmed is a mystery that each 
player must discover on their own. That's all I can say about it, for 
the moment. 


9) ''The most important thing is to survive. No matter 
what happens, no matter what you perceive, always try to survive, 
because if you die, in reality you will not die, you will go to 
another stage of sleep, what we seek to achieve is_ the 
consciousness to awaken from the illusion of reality, and not 
change to a scenario as unknown as death. 


10) "Everything happens, the good and the bad. Death as 
such does not exist since one is always with oneself. This last 
rule is the key to winning the game of the theater of the world. 
One is with oneself. Everything bad that you think the world 
thinks of you, know it, you think it yourself. The only way to 
confront a problem is to know that the problem is generated by 
our own conception of the real, since we are only operative with 
respect to our being and the apparent contributions to the world of 
the real are only reflections of our virtual self. Good and bad are 
only perceptions. Not perceiving is more real, but operating 
correctly with what is perceived is even more real. Never be 
disappointed, never compare yourself with anyone, you are 
unique. Geniuses are persistent idiots. The only unfinished work 
is the 
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that is abandoned. To win in the theater of the world, to 
wake up, and to be happy only one thing is enough. To be 
authentic. 


"ANY ACTOR IS A GOOD ACTOR." 
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Chapter thirteen. 
"Just play the fool". 


To discover a player it is necessary to know his game. Some 
play as if playing was living. Others put a canvas between their 
life and their play. The best way to play is known as "play the 
fool". The game consists of discovering what the game is all 
about. It is known that a fundamental function of the players is to 
balance the denotation of certain terms of the language that are 
used by the anti-players to possess the neutrals (Sleepers). 
Another objective of the players is to dissociate themselves from 
the hypnosis system and to transform (awaken) as many neutrals 
(Sleepers) as they consider fit. Some of the secrets of the hypnotic 
system can be discovered through "absurd inference". This 
method (known by most people and implemented very rarely) 
consists of relating each phrase heard from the mouths of the 
neutrals leading then to the implication of consecutive premises 
(pattern of following ideas) can be easily used (among other 
things) to predict the future. 

The decontextualization of random phrases is often used by 
PLAYERS to create "meta-linguistic parables" that indicate, 
through an absurdly complex system of signaling, where to turn, 
if to stop, if to die... 

The common people (Sleepers) are prone to "absurd 
inference". Who hasn't ever seen a man with blood on his shirt 
and thought or said: that man comes from fighting Tarzan. Or, 
that boy has been hit by a projectile, possibly by an arrow thrown 
by the cacique Calfucura. The greatest technological implement 
received by the anti-players was television. In the apex of student 
stupidity (the post-world war) the neutrals were taken to a frenzy 
of consumption and tendencies that, although at the beginning it 
supposed the sale of (for example) sneakers, it was transformed 
gradually into a mode of mental programming used, not by the 
naive advertisers, but by the anti-players that 
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Created new techniques to persuade. 

Nobody knows for sure who or what is the entity that 
opposes the PLAYERS: from now on we will call it "the celestial 
auditorium". It should be noted that the terms used (HEAVENLY 
AUDITORIUM and PLAYERS) because they were originally 
formed in English, when translated into Spanish lose their 
denotative quality where "players" means in turn participants of a 
game as well as theater actors, and "heavenly audience" means (it 
is much better appreciated in English) heavenly audience or 
public of the sky. No consideration is given to the term Sleepers 
as it has similar denotations in both languages. 


The methodology of the Auditorium is simple. Its domain is 
everything related to non-thinking. Every intuitive action, every 
indifference, every darkness, every non-being, every death... 
whenever a sleeper chooses something selflessly is being used by 
the Auditorium. Every reflection, every route, and every 
pantomime enters the domain of the Auditorium. At this time its 
influence is ostensible to the point of absurdity. The term 
"Sleeper" becomes more and more meaningful. As programmed 
dolls, the sleepers are very easily influenced and respond to the 
slightest stimulus by imitating it. If someone coughs, they cough. 
If someone shakes, they shake. Etcetera. 


The next instance to Sleeper is called Sleepwalking. The 
number of sleepwalkers is not as vast as that of Sleepers and their 
presence is noticed at first sight. The attitude of Sleepwalkers is 
exaggerated. The untrained eye could confuse a Sleeper with a 
possible player, but never a Player with a Sleepwalker. The 
sleepwalker is totally possessed by the Auditorium and sometimes 
is treated for suffering from psychopathologies. It should never be 
confused with another type of mental patient (certain mental 
patients are left out of the game and the whole thing, and the 


42 


information they have in this regard will not be addressed in this 
report). 

The intrinsic matter of the Auditorium is darkness and non- 
being. It is understood that a person who has entered the game as 
a Player will never be able to return to the old condition of 
Sleeper. 

A fourth category (sub-category) of game participant is 
known (counting Players, Sleepers, Sleepwalkers and _ not 
counting the Auditorium which is a theoretical concept). This 
fourth category (although many do not recognize it as such) is the 
so-called "Watcher". The term watcher includes: 

-To the animals. 
-To mirrors (and to any object capable of reflection). 
-Some people. 


The Watcher is posted by the audience in order to observe 
(as its name indicates) the Players. It is impossible for a person to 
become a Watcher. This condition exists from birth. 

In a hierarchy order the Watcher is the equivalent of the 
Player (though in reverse). It is a direct agent subordinated to the 
Auditorium and it is impossible to transform it. 

The basic and fundamental condition for a person to be a 
player is to know how to act. The performance is fundamental in 
all the instances of the game. The object of the performance is to 
confuse the Auditorium by altering its cognitive-associative 
structure, creating irrational actions that are impossible to be 
predicted. Other necessary conditions are the intelligence and the 
interest for the life (to certain people it doesn't care to be 
dominated). The secret of the success of the hypnotic system lies 
in the "borderline of thought". The loss of faith and the growth of 
scientism (even in the poorest people) is proverbial. In other 
words, theological faith was displaced in a pseudo-faith in the 
scientific postulates. (Even the most absurd ones). Any idiot is 
able to refute the vision of a ghost by arguing that "ghosts do not 
exist" is an irrefutable postulate, without the minimum previous 
analysis. Whoever has 
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A comprehensive reading will observe that these writings are 
neither for nor against ghost watching (and other paranormal 
phenomena). 

Every theory, every postulate, every understanding of the 
universe is analogical and reductive (only the universe explains 
the universe). The object of study conforms to its explanation. 
"Who can tell me the square root of an ash tree," Unamuno would 
say. The buildings are cubic, and this is how we find out their 
extension. The geometrization of the scenario occurred a long 
time ago. This is neither good nor bad. But if by the same system 
of simplification an entity intends to dominate man, that entity 
must be destroyed. 

Who is behind all this? Is there a guild of beings of higher 
rank than the Watchers? And if there is: Where do they meet? Our 
goal is to find out (without ever forgetting that this is a game). 


Marcelo Ardilla. 
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Chapter fourteen. 
"Who is Marcelo Ardilla?" 


Marcelo Ardilla's vision of the Auditorium is somewhat 
chaotic. The description of the stratification of the "game" is 
imprecise and lacks analytical seriousness, it has a literary tinge 
that, although nice if you like, does not agree with the methodical 
analysis proposed by these writings. 

The chapter entitled "Just play the fool", is the prehistory of 
this book and was written almost in a trance when I, Alejandro 
Vera, was about 17 years old, while waiting in line to enter to see 
the radio program of my favorite writer, Alejandro Dolina. 

I have copied the manuscript to the letter because I know 
well the value of that momentary revelation, in which it would be 
one of my first approaches to the awakening of the soul. 

For some unknown reason I signed the manuscript with a 
pseudonym: Marcelo Ardilla, who is also my Nick Name on the 
Internet, mainly known for my blog 
loscuerposprisiones.blogspot.com. But beyond the anecdote of 
that first instance of what Marcelo calls "the game", I will propose 
to analyze the psychological structure of the writing itself, and its 
psychotic message, which at that time I ignored and now I 
understand perfectly. 


The Auditorium is for Marcelo Ardilla the perfect excuse to 
go crazy. Someone or something is watching him. Him and 
everyone else. How different from the concepts brought about by 
these revealing writings. The Concept of Auditorium should never 
be conceived as a threat; it is only a trigger of the consciousness 
of the individual being in front of the social being, unconsciously 
created by someone who was being absorbed by the tastelessness 
of being anonymous. What better for someone who has a craving 
for fame than an entire audience observing his actions. How 
disturbing too. To be observed is to be judged, our own sight, our 
vision is our worst judge. Few are the times that we 
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gives clear references of the phenomenal reality, being always the 
thinking loaded with emotion, we believe to be the best, the worst, 
the only or the bricks of an infinite wall, such is the scope of our 
egocentricity. The "sleepers" are the others, the otherness that 
does not understand us, everything seems to be a game. What is 
this "playing" for Marcelo? 

Playing implies getting involved, belonging. To play is to 
have an objective and that objective is (for Marcelo) to discover 
what the game itself consists of. This existential uncertainty hides 
wanting to know what living consists of, what the objective 1s. 
And it seems that the objective of living is to discover. It is clear 
that this objective is much more noble than mere survival taken as 
a goal, although an ultimate end of playing is the pleasure of the 
game itself beyond the objective. To play is to escape. 

Who are the Watchers? These figures are even more 
mysterious than the Auditorium itself, which according _ to 
Marcelo is a concept only, an abstraction for the moment. These 
Watchers are the main psychotic feature of the text. The fear of 
being judged takes on human, and even animal, form. And to go a 
little further, even mirrors observe us, an alienated vision of 
reality very similar to that of reality shows such as "Big 
Brother". 


But beyond Marcelo's psychotic vision of reality and his 
fantastic and paranoid paradigm, the text provides new concepts 
on which to base a theory. A neo-solipsism in which we are the 
only creators of reality. Marcelo wrote the text of the previous 
chapter in a condition he called sleepwalker. Already in a 
complete state of Player, I, Alejandro Vera, use a moment of 
adolescent crisis to create a new paradigm. This is doubling the 
bet. 


The reader should know that any paradigm is useful, 
although the one proposed by me as an interactive platform is 
very interesting and proposes actions that others do not 
contemplate. The objective of the Heavenly Audience paradigm 
is to reach the greatest possible achievements, the greatest 
possible awareness, and all the peace that one can have to cope 
with existence in a state of 
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active contemplation, in which our desires are active and possible 
Optimism is an inexhaustible source of pleasure, and the 
motivation to want to know is, in my view, one of the best goals a 
man can set for himself. 
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Chapter fifteen. 
"Restoring the system". 


The mind is an illusion, but it is no more intangible than 
what we call the world. The world is inaccessible, a city is 
inaccessible, in the sense that it cannot be completely 
contemplated at a single glance. There is only what we perceive, 
in our mind. And the imagined is the antechamber of what is to 
come. But how much of reality is there in these words? Many 
people fall into the madness of believing so blindly in their mental 
images that they end up hallucinating, that is, perceiving a 
different reality from that of their universe and their map of the 
real. But, since only what we perceive exists, isn't this unreality a 
more sustainable conception of the real? 

There is a big difference between creating one's own reality 
and pretending that what we imagine is real. The difference is in 
the deception. In all madness there is a degree of denial of the 
real. By not knowing the means to make the imagined real, the 
hallucinator pretends to live an alter-reality of dreaming, which 
produces anguish and alienation. Yet there are degrees of madness 
in which a person does perceive realities different from what is 
called real by ordinary people. If you are one of these people and 
can understand the concepts described in this book, I will go on to 
explain. 

The difference between a mentally healthy person and a 
deranged one lies in the emotional burden and the degree of social 
exclusion that insanity entails. Living on a real plane is analogous 
to playing an instrument in an orchestra. If you play badly, you 
improvise, etc. You will be expelled from the group, beyond the 
fact that your performance is of individual quality, what is 
important is the group language, and to respond to the rules that 
your reality proposes. 

If you follow the rules and learn how they work, you will soon 
become a system administrator and create your own rules, you 
will be a conductor, you will direct your own existence. 
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The restoration of the system is what allows an alienated 
person to return to the plane of the consensual real, out of the self- 
deception. The system must be analyzed in depth to find gaps in 
cognitive dissociation. Whether you see colored horses or are 
distressed by the death of a loved one, you must analyze your 
thought system and purge it. For example: if you say "I see horses 
where there are no horses" it is clear that you yourself are 
claiming that the horses you see do not exist, they are an illusion, 
because you know that this sighting of animals does not satisfy 
the norms of your paradigm, it cannot coexist with what you 
consider real. But what is the flaw? The answer is in what was 
previously seen as being an agent and not an object. It should 
consider possible answers to solve what for you is a problem, in 
case it was. Perhaps this to see "horses" following with the 
previous example, it frightens him. You must consider why you 
are afraid of these visions, you must face the problem. A good 
psychologist is a good option but remember the old joke: 

How many psychologists are needed to change a light bulb? Only 
one, but the lamp must want to be changed. 


The restoration of the system is a maturing process that 
takes a long time, meditation is very useful too. Many believe that 
meditation is deep thinking. On the contrary, the further away 
from thinking the mind is, the closer it will be to the truth. It is 
similar to certain lotteries in which, in addition to winning by 
matching all the numbers, one also wins by not matching any of 
them. Remember that whatever your vision of reality, it is only a 
tool to interact and move through time and space generating 
successful situations as well as mistakes. No one knows what the 
record Olympic medalist of the world of the 100 meters was in his 
mind. Perhaps he imagined being chased by a lion, and so he ran 
faster. This is just one example, obviously. 
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Chapter Sixteen 
"The two minds". 


There seem to be two realities in which we live at the same 
time. One reality in which we operate in the conscious world and 
the other, which is totally alienated, recreating situations, 
preparing dialogues, repeating scenes, or daydreaming, among 
other things. 

One is the operational reality, the other the creative reality. 
When a person excels in the use of operative reality he or she can 
perform actions in record time, be successful working under 
pressure, and so on. When the one that excels is the creative 
reality, the person (it is said) seems to be in his own world. Such 
is the case with many writers, and artists in general. 

The greatest achievement is to find a connection between 
the operating and creative minds. Such is the case with many 
comedians who respond acutely in a matter of seconds with the 
most hilarious phrases. 

The operative and creative minds seem to work at the same 
time, concomitantly. The operative mind is our gateway to 
interaction with the real, without it we would be autistic. The 
creative mind is our gateway to success. It is the voice that tells us 
why not? It is the portion of the mind that deals with the cognitive 
system, the operative one on the other hand, deals with the 
behavioral. 

When the creative mind creates perfect analogies of the 
world, it is said to have created a map of the real. Such perfect 
analogies do not exist, but we have called the map of the real the 
way to adapt reality to the aspects that we take from first 
impressions of the world and that we recreate in a continuum of 
representations that we call the real, to operate in the scenic 
environment of the world. The theory of Gestalt 1s very interesting 
for those who wish to go deeper into this subject. 

The domain of the two minds, the two realities is the domain 
of the awakening of the soul. 
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The mind is a collection of reproducible icons that are used 
to interact, but it must be understood that those icons are in turn 
creations of the creative mind, worth the redundancy. The world 
is made for us, our prison was made for us, which means that it is 
no longer our prison, it is our dwelling place. The body stops 
being the prison of the soul and becomes the abode of the soul. 
Awakening is compatible with living, and interacting on the plane 
of the phenomenal has nothing to do with the madness of the 
mediocre being that accepts the real as it is. We all build the real, 
only some of us do it from an optimistic viewpoint and others 
from a totally opposite position. Whoever wants to be a good 
player must learn to combine the two minds, in order to achieve 
what all players want. Discovering what the game is all about, 
although I think some people think that harmonization is so open 
that the game can consist of whatever they want, there is one 
constant that is immutable. The non-being. Whoever gets close 
enough to this constant will be in the presence of true knowledge, 
which means appreciating for ourselves, beyond the anecdotal, 
being in space and finding the peace that comes from knowing 
that death, the great attraction of this fair of novelties, can be 
unveiled without dying, that one can live without worrying, 
without frights, as Don Juan says "walking the paths that have a 
heart". There is no other way to play. Only a sincere being is 
worthy of such wisdom, there are no cruel sages. There are only 
stages of knowledge, time is eternal and in eternity everything is 
possible, where all points converge and the great answer awaits 
us. Perhaps it is simple, perhaps we already know it, but the 
pleasure of the game is the key that tells us that life is worthwhile, 
and that playing is an act of pleasure. Life as such is a gift. To be 
able to operate and modify the real is the greatest wonder of the 
universe. 

Even a beggar can choose, and a choice can change the 
world. 


51 


Chapter seventeen. 


"The players and the heroes". 


Analyzing better the topic of the Players What is their 
fundamental role in the scenario of the real thing? Are the Players 
a kind of hero or are they sometimes cowards who pretend to 
survive at all costs? 

A Player may or may not be a hero, and that fact does not 
determine his status as a player, although most players I know are 
more inclined to be heroic than cowardly. The Player's battle is 
against his own being, against his own perception of the map of 
his reality. If his desire is to be a hero he must follow that path. I 
think this issue of whether or not players are heroes is more about 
knowing something that others do not know and passing it on to 
free other Sleepers. But nobody knows if this surplus of Players is 
good or not. Perhaps the "anomalies" called Players are a bad 
thing for the system. Perhaps that is the beginning of a revolution 
of ideas. Obviously not everyone wants a revolution. 

This revolution of ideas is not related to the political, but to 
the dimensional. To begin to be operative in a repressive system 
is useful in one sense, no one wants to be dominated, or so we 
believe. Each person aims to achieve the best conditions for his or 
her own well-being and that of his or her family. Is this good or 
bad if it occurs massively? In my opinion, the awakening of a 
considerable number of Sleepers is a difficult subject, and perhaps 
that is the object of the game, to wake up all the Sleepers. The 
problem is that the more placidly a person is asleep, the more 
difficult it is to wake them up. 

Being a player is more related to one's own well-being than 
to the masses, although it contemplates the use of the paradigm 
seen to free others, a player knows that in his universe the only 
certainty is that he exists. 
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The universe as we know it (if anything), is only one 
dimension of the infinite possible dimensions. The tranquility of 
the soul is necessary, beyond the fact that one becomes a hero or a 
liberator, a globetrotter or a doctor in philosophy, those are only 
instances of the game of the real. We are Players of a fortuitous 
reality, always the first ball will be thrown by the system, for that 
reason one of the goals of the Players is to be able to accede to 
the system to change it to will. Although the danger of accessing 
these system files without the necessary knowledge inevitably 
leads to madness. 

The access to the system is given in a later instance to the 
awakening of the soul and the understanding of the symbols (so to 
speak) is similar to the understanding of the language in our 
childhood, although obviously carrying all the information that an 
adult has about the symbolic. This is the key to why one should be 
calm at this stage of accessing the system. Accessing this new and 
completely symbolic world, quite different from ours, can lead to 
madness. To an attempt to operate iterative symbolic commands, 
without ever being able to return from that action. One must be 
very wise to modify the system. I know of no one who has 
modified it at will. | have modified it but always on a beginner's 
level, although I have overcome the anguish of the merely 
symbolic world, it is extremely difficult to understand a system 
that manages the universe, even though after all the universe is 
composed of ourselves. That is the "know thyself", the universe 
and its secrets are waiting for us inside and only we can go into 
the adventure of discovering how to be eternal. 
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Chapter Eighteen. 
"An afternoon in hell”. 


"The afternoon returned to its strange pose of carrion 
vermin, with a thousand punctures in the heart of the day. A 
twilight of reddish shadows frightened the animals that 
wandered among the naked people. The angel of death did 
not wait for the patience of the old people, and children fell 
dead still clutching their mothers' hands. In heaven, you 
could read message after message in computer letters, like a 
terrible dream that seemed to be the end of days. The earth 
trembled under the feet of the naked. Some chose to go mad, 
and others to cry by grinding their teeth. When the sun 
turned black on the horizon an alarm began to sound. It is 
time to wake up, he said. My cell phone would dial the time 
I had programmed the night before to wake up. 


What makes dreams different from reality? What 
keeps us asleep is pleasure. Even in nightmares there is 
pleasure. In dreams we program the "real", and it is in them 
that we can see our faults. Why would anyone program a 
nightmare? Dreams are the place where the metaphorical 
takes visual, auditory, and other forms. 

Life as such is also a type of dream or reverie, in the 
sense that it is a succession of events that are perceived as 
memorable phenomena, but of which we remember only a 
small percentage. Our memory is in charge of remembering 
mostly concepts, rather than anecdotes. When an event 
teaches us a conceptual reality, we learn it. We are beings 
destined to learn. Like machines that feed on the 
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new, our pleasure is to learn, and when we know something, 
to teach it. 

However, there are people who prefer to stay and 
repeat concepts that have given them a lot of pleasure and 
they repeat them to remember that moment of the first 
pleasure of the experience. These student vices are the main 
source of Sleepers in the world. Sleepers prefer to repeat the 
routine. They do not want to learn, they do not want the 
new. 

A Sleeper knows the path of awakening but rejects it, 
remains in the first steps, tempted by the comfortable chair 
of pleasure of routine, knowledge and boasting. A Player, 
on the contrary, is an eternal apprentice. This doesn't mean 
that he doesn't know. It means that he can take elements and 
concepts that have been useful in previous learning and use 
them for a new instance of learning, to get closer to the 
awakening of the soul. 

For someone who has reached the awakening of the 
soul, an afternoon in hell, it is the same as a walk through a 
beautiful garden, because he knows that it is only a game, a 
staging, that everything happens, that men are ghosts of the 
mind, that he creates the real as he advances and that, in the 
blink of an eye he can turn any hell into his own paradise. 
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Chapter Nineteen. 
"The Poetic and Death". 


The vision of death as a poetic fact is in itself a palliative for 
the despair before the unknown to pass to another instance of the 
soul, or before the loss of a loved one. But the fundamental 
question is, what is poetic? 

The poetic is widely related to metaphor, dream reality, and 
idealization. Sometimes we think that death is a passage from one 
state of being to another, but if we conceive of a human being as 
an animal made of flesh and blood, we know that his remains end 
up in the ground or are cremated, and so on. The passage from 
one state of the soul to a higher one is related to metaphor and 
poetry, and these two to the dream reality in which the facts are 
connected in a random way. In reality we do not know what there 
is after death, and even this saying that there is something after 
death implies the recognition of the real as a system in which we 
are immersed, because the concatenation of facts of the order of 
past, present and future implies that in the future there is 
something, such is the reality to which we are accustomed. 
Idealization of being leads us to believe in a higher instance of the 
soul, a passage to a better life, and seems to be the central theme 
of many religions. This is a poetic idealization similar to that of 
the beggar who becomes a prince or Aladdin and the lamp, et 
cetera. In order to know what to expect after death, one has to 
move away from the poetic vision of death and focus on the 
reality of non-being. When one dies, one stops being. But what is 
being? To be, according to my paradigm, is to be able to operate 
actively in the phenomenal reality, and to be able to perceive the 
phenomena through the senses of a human body. To cease to be 
all would indicate that these attributes are removed from us. 

But on the other hand, the Eastern philosophy of Lao Tzé 
speaks of the Tao that cannot be expressed in words, and beyond 
all conjecture, I perceive a phenomenal existence that goes 
beyond 
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of the body and that depends on the mind. This occurs in dreams. 
But you will say, to dream you need the body. In this reality, yes. 
Although in the first instance dreams depend only on the mind, 
and not on the visual kinesthetic olfactory-gustatory apparatus. 
Perhaps living depends not so much on the body but on a meta- 
body that exists in another dimension and that serves as the 
hardware of what we know as real. This life would then be a 
dream within the other life. To die then would be to wake up. But 
I am talking about the Sleepers and their counterparts, the 
Players. And if life is a dream in reality, how can one be awake 
within a dream? It is impossible. This is one of the flaws of the 
paradigm, but yet it can be called "waking up" to be able to 
operate in the system and "soul awakening" to a_super- 
consciousness of how a system works, beyond the dimension in 
which we are operating. 

The poetic aspect of death must be discarded, except in the 
plane of poetry, which is where it is best adapted, to have a full 
understanding of the very map of reality, death must be left as a 
question mark, in which everything can be possible, even return. 
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Chapter Twenty. 


"The real value of the lie". 


Lying is the act of answering a question using false 
information. It is also the assertion of a supposed truth that 
does not match the knowledge of the system in which it 
operates. 

Sometimes the lie is a useful weapon to discover other 
liars, or people who pretend. Although it is best to avoid it 
as it is a source of paradox. 

If subject A says "my tooth hurts", subject B has no 
choice but to believe him, unless he knows exactly what 
physiological conditions subject A has. Here we note that 
the truths of the inner being are incontrovertible and 
impossible to be elucidated, and here is the key to the 
simulation of madness. However, if subject A asserts that X 
is true, subject B may or may not believe, unless he has 
reliable information that X is false, then he will either 
believe that A is deliberately lying, or he will be wrong. 
Then if B is truthful, he will release this information to 
A. this is a useful tool to discover information hidden in the 
subjects of knowledge, telling a lie implies either the 
deception of the other subject, or the refutation of the lie by 
means of the data we intend to obtain. Although in another 
instance of this reasoning B may refute our lie with a 
subsequent lie, in this case, it will be in our hands to believe 
or not in the veracity of B's lie, which; either he may be 
wrong, or he may be lying on purpose to hide his 
knowledge. Or because he assumes that we are trying to get 
information from him. 

This is why lying is a source of knowledge of 
otherness, although if our paradigm assumes that otherness 
functions as a unilateral and conscious entity, it is absurd to 
pretend to deceive it by 
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lies, in addition to the paradoxical results of these simulation 
concatenations. 
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Chapter Twenty-One 


"The players against the watchers". 


"Sitting together in a frighteningly small cell, chained to the 
wall, my enemy and I planned an escape from the prison. We 
didn't know why we were enemies or why we were locked up, 
only his glance told me that he was not someone I could trust, but 
I had to use him, to escape, not to see him anymore. Or maybe, 
one day after that torture we would be friends and remember 
those tortures with a hint of nostalgia, even if he was just a mask, 
even if I was one too. Maybe otherness would join me one day, in 
this cell or where the sun sets, I didn't know at the time 


Those who observe... What do they observe? Why is the 
gaze of the other so important? Is a union with otherness possible, 
a ceasing to be only one in order to belong to the world? 

The world will always be an ideal for the being that 
perceives, others will always be happier, and the sufferings of 
others will always be less. Unless we learn to be empathetic, to 
feel what others feel. But is it useful to know what the other feels? 
Is it useful or is it a nuisance when helping someone? 

Empathy is a useful tool when predicting the actions of the 
environment, which usually works through clear rules, except in 
the cases of psychopaths who are unpredictable entities, as well as 
Players, only without the emotional control that being a Player 
entails. 

Those who observe are the source of social and etiquette 
reactions. We do not act the same way when we are alone as when 
we are in public. Even our ways of being change by interacting 
with one person or another. The social being is fundamental to 
operate in the map of the real. The operative mind works through 
social links. You can't make a revolution without comrades, be 
one against the world. A 
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Good Player seeks allies. Sleepers or Players, it doesn't matter. 
Beings that respond for him in critical moments, to create 
autonomous cells capable of handling themselves. 

The Watchers are not dangerous, in the sense that Marcelo 
Ardilla explains in his "Just play the fool", their existence is 
indifferent to me. On the other hand, I do believe in the existence 
of the audience, as an entity, and of a system that regulates reality. 
Reality as an insurmountable barrier is a myth that has long since 
collapsed. Everything that has been thought of is achievable. It is 
enough to take the time to plan for the future and to get down to 
work so that our plans become a reality. 

The Watchers are more abstract entities than the Auditorium, 
and involve the presence of pseudo-people who only observe 
what happens. Ortega believes that God looks through the eyes of 
men, I think that the vision of God is that of a programmer who 
recreates scenarios where he challenges people to unravel the 
mysteries of them. My own eyes are the eyes of my God. The 
entire universe is part of the reality of God the creator, and there 
are infinite imperfect universes in which all combinations are 
possible. 

However, these universes are only a fraction of the memory 
needed to operate in the real world. Everything is presupposed, 
giving a name to the universe creates it, when something is 
missing it automatically reproduces a "file" that supplants it and is 
in another instance the same missing object, supplementing and 
replacing the unknown action. Intrinsic matter from which all 
things are made. 
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Chapter Twenty-two 


"Honor in the game". 


Honor is an important topic when talking about the game. 
Players are individual entities, however, they must help each 
other, as their goal is the same, Knowledge. Beings of knowledge 
encounter obstacles all the time, to overcome these instances is to 
live. The essential trigger of life is the phenomenon. 
Circumstances seem to be recreated in strips of interrelated 
events. A dog crosses the street, a car runs over it, the owner of 
the dog cries, someone buries the dog, and so on. 

Honor is a kind of code that prevents us from performing 
certain so-called dishonorable actions. Not killing an enemy 
unless absolutely necessary is part of a code of honor. Helping 
others is another. Although this brings with it Leaks of kindness. 
Someone may perceive our code of honor and take advantage of 
us. Ask for more and more. Honor in this case becomes naivety. 
Many times I have thought of giving my jacket to a beggar, giving 
all my money to someone who asks, and so on. What happens 
then is that this is not enough, because life goes on, and the next 
day, one finds oneself without a jacket and without money. 

So what is the answer to this request for help from the 
homeless? Many times a word of encouragement is better than a 
gift. Do not make the other person feel that he or she is in an 
inferior condition, for example. Besides helping, obviously, 
always within the possible. 

To conceive the points of view of the other actors as 
possible realities, is to face the map of the real with an advantage: 
one can have more than one map, one can use the maps of the 
others, to take the others as advisers is to see through their eyes, it 
is part of the socialization that approaches us to be beings of 
knowledge, in addition there is this matter that "the one who 
teaches learns twice", it is always pleasing to help and sets a 
precedent to have confidence in being helped. 
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Sometimes wisdom is not so much a pile of words, but a 
tone of voice, a word said in time, a reflex movement that saves 
us from an accident, and so on. No one should be underestimated. 

One afternoon, walking through Parque Patricios, the place 
in Buenos Aires where I lived for a short time, I met a certain 
Gustavo who was asking for coins at the door of the church of 
San Antonio. We started talking and he always smiled and told 
me "that life is beautiful no matter what". These words in 
someone else's mouth might have gotten some kind of negative 
response from me, but Gustavo, unlike other beings of knowledge, 
was lying in a wheelchair and had both his legs and hands 
amputated. "It's nice to be in the sun," he told me. And I who 
always cry for everything, I did not take these words as 
melodramatic, that time I did not cry, I said "you are right". Many 
times I stopped to talk to him and after a couple of meetings I 
forgot about the problem that Gustavo had and I continued to talk 
to him as with any other being, only a little wiser. 

Honor in the game defines us as good players, every good 
deed will be rewarded in the future, not by others but by 
ourselves. Being good people is part of what is called self- 
improvement and this self-improvement is done before others, by 
ourselves. The time of doing good deeds only with the hope of 
being rewarded in heaven is over. The reward is immediate. It 
feels good to help, it's part of the game to help, to be a Player it's 
not enough to play, you have to have honor. 
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Chapter Twenty-three 


"Theatrical Nudes". 


"The scene begins in a mythical city called Gnoseo- Land. 
The grass is green. A woman gathers wild flowers among bees 
that do not want to sting. The truth of those who listen is truer 
than those who speak, thinks the woman. 

A man looks nostalgically at a picture of his dead girlfriend. 
The grass is green. But I'll die one day too, he thinks. And the 
grass is still green. 

The woman counts coins of contemptible values, as if it 
were a fortune, and thinks about the green grass. 

The man is called X and every morning X looks at the 
picture of his dead girlfriend and cries, a little bit too because the 
grass is still green, he thinks. 

The woman's name is Y. And one afternoon she crosses 
paths with Mr. X and observes his watery eyes of melancholy and 
suspicion. Woman Y thinks of X from now on. 

The scene changes. The grass is red. The woman Y collects 
stolen flowers from a dead neighbor's garden. The grass is red. 


The grass is 

red. The grass 

is red. 

Mr. X no longer cries for his wife, time heals everything, he 
thinks. 

The woman Y crosses again looks with X and speaks to him. 
They utter unimportant words, grammatically correct, thinks X. 

The grass is red. 


The scene 


changes. The 
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grass is red. 


Mr. X and the former Y woman, now Mrs. X, live together. 
The grass is red. 

Secretly Mr. X cries because he misses the green grass. 

The grass is green. Mrs. X no longer loves it and kills 
herself by eating parsley. Yes parsley. For her it was deadly. 

The widowed Mr. X no longer cries, it is not worth thinking, 
with this grass that changes you do not even know why to cry. 

The scene changes. The actors are naked, and the grass is 
still green, as usual." 


This little story is actually a programming command line of 
a universe called Gnoseo-Land. The programming is simple. You 
don't need to completely represent the characters, nor the 
scenario, just give a couple of anecdotal data and a description of 
the situation. The rest is left to the reader's paradigm, which in his 
or her mind recreates a reality. He tries to understand a purpose in 
the story. He tries to spin the facts to understand what is the why 
of the story, what is the grace. Why the grass changes color, and 
so on. 

This type of programming is what we all do in the most 
intimate part of our minds, creating the situations and experiences 
that are to come. To program a universe you only need to be 
creative, close your eyes and imagine. For example, I imagine 
myself in the Caribbean enjoying a sunny day at the beach, with a 
beautiful woman. I imagine traveling by plane, I imagine buying 
gifts for my friends and so on. 

But are these imaginations enough to create a reality? The 
answer is no. It's not that simple. You have to know specific rules 
for programming, keywords and so on. In the next chapter I will 
give some hints of basic programming of reality. 


65 


Chapter twenty-four 
"Basic programming of the real thing". 


To program reality it is necessary to understand some basic 
concepts. The real is composed of iconographies generated from 
early paradigmatic experiences that are named and catalogued by 
the mind under key names. Usually these names are nouns, since 
the system we use 1s interactive, 1t would not be practical for an 
icon to be called 32514B. For example, if I enter a building and 
observe certain details that make me say that that place is the seat 
of a faculty, the noun that calls it a faculty, and the icon will then 
be called a faculty. This means that my mind has appropriated the 
icon faculty and that it can be called in any instance of creation. 
Now, for me to possess the icon faculty I must have known and 
appropriated that icon. I cannot (in this instance) appropriate 
unknown icons, because the secret of programming lies in the 
first phenomenal experience in which the icon is named. 

Another important factor in scheduling scenarios and 
situations is the emotional charge of the moment. One can 
program to be in the best place in the world but if one does not 
feel good emotionally it does not matter what place it is. This is 
achieved by anchoring emotional experiences. When one 
appropriates an emotional experience it means that one can return 
to that state of emotion at any time. Sometimes a smell, a color, a 
phrase, etc., serve as an anchor for emotional experiences. 


So to program, so far we have to contemplate two factors, 
iconography and emotionality. But this is not enough. The more 
precise the iconographic attributes are, the more plausible the 
desired programming will be. 

If I wish to program a visit to a faculty, I must contemplate 
all the details that, for me, that faculty has. 


What is the map of reality that describes that place and what 
will be the emotion and sensations that I will feel at that moment. 

Another factor, perhaps more important for programming, 
are the mantras. A mantra is a phrase that is repeated 
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monotonously to achieve an end, many times inner peace. 
Mantras were discovered and not invented. People have their own 
phrases that they repeat each time they perform a certain action. If 
you are annoyed by a person, surely you have a mantra like "this 
idiot..." Knowledge of mantras is fundamental to programming a 
situation. If you are unable to recognize your own mantras, then 
create them now and repeat them on every similar occasion. 

Responsiveness is fundamental to results-oriented 
programming. If you are basically programming to kiss a girl, 
you need to strategize. It is a popular knowledge that the winning 
sportsmen imagine and program a thousand times the ideal 
situation in their minds. Strategies are phrases that should be 
known in advance. 

For example. If you are asked to describe Buenos Aires, you 
probably have to think about the answer and create it in the 
moment. But if you are asked your name, the answer will be 
instantaneous. Strategies are instantaneous responses that help us 
to cope with a crisis. It is as if we have already lived that 
situation. We just execute the command. 

The basic programming of reality is intuitive, but its 
intellectualization leads us to operate with more success, which is 
highly profitable for the game and therefore for us, beings of 
knowledge. 
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Final Chapter 
"An example of basic programming". 


The following is a_ basic example of 
programming a phenomenal reality, using the 
tools mentioned in the previous chapter. 


Let us suppose that I want to program to win a 
million dollars of here to two years. First I 
should know how much is a million dollars. 
Currently around four million pesos. What can 
be bought with that amount of money? What 
possibilities does it facilitate for me to possess 
it? 

To begin with this programming I must think, 
for example, that this computer I am using now 
costs around one thousand five hundred pesos. 
How many dollars are they? How many 
computers would I buy with four million pesos? 


These preliminary thoughts serve to have a 
small notion of what we want. Although it is 
possible to program to obtain that money, it is 
more feasible to program what the money would 
be used for, since money is only wallpaper, and 
it is a little absurd (although usual) to wish it 
that way. 

Once that we have the objective clear we should 
think in the means to reach our goal. We already 
said that we are afraid of two years to get a 
million dollars. 

The question is, what can happen in two years 
for me to win or get a million dollars? The more 
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you stick to the description of your map of 
reality the more likely you are to achieve your 
goal. People always have some talent. If you can 
write, you can write a book in two years. That 
would be direct programming, since writing is 
programming fictional realities. But beyond 
your talent the universe can perform the action 
as long as it is well programmed. Suppose I 
think about saving. Let's be honest, not everyone 
can save that kind of money in two years. And if 
I could, the programming wouldn't be so 
necessary. 


Let's start by thinking about saving a small 
amount, say a thousand pesos. Then with that 
money you can program to buy certain objects to 
be sold, and so on. The more realistic the plan is, 
the more possible it will be. The important thing 
is that you stick to the rule that you have to have 
appropriated the icons you will use beforehand, 
creating the unknown is difficult without some 
degree of madness or genius. 


Once you have learned the icons, you must 
proceed to write down in extreme detail how 
you will proceed to carry out your plan. You 
must also think and write down the feeling you 
will have when you have achieved your goal. 
The more varied your range of emotions, the 
more descriptive it is, the better the connection 
between what is idealized for reality and reality 
itself. 


Remember that the mantras are important. Ask 

yourself 

What are the mantras you repeat when 
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something goes well, when you succeed? 


The mantras function as anchors that verify the 
success of a task, but through the law of 
fortuitous causality we know that antecedent and 
consequent do not differ beyond the temporal 
variable. When your mantra is pronounced, part 
of the reality you expect to experience will be 
created at that moment. 


The programming of a reality is very similar to 
the imagination of a situation almost in a 
hypnotic state. This is true to some extent. The 
programming is actually more complex. 


True programming goes beyond a mere realistic 
imagination; one must engage fully with this 
issue and enter the dark territory of 
schizophrenia. What do I mean by this? Normal 
thinking, in itself, is self-sustaining. Even 
normal people in extreme conditions can suffer 
from suspicion, paranoia, and so on, but the area 
of hallucination is somewhat more inaccessible 
to ordinary people. One must be predisposed to 
leave all neighborhood thinking behind and look 
at the world with childlike eyes. These childish 
eyes are the ones that will lead him to observe 
the iconographies as if they were structures and 
not involving them in the map of the real. This 
separate reality will be your command console 
through which you will be able to program your 


existence. 


But I want to be more precise. You need to go crazy. That you 
manage to hallucinate. A true hallucination is nothing more than an 
error in the nominal commands of the mind. Someone sees a shadow 
and thinks it is a ghost. This is a common example of a hallucination. 
The purpose of these hallucinations is for you to contemplate, not 
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only the iconographic world, but language with these alienated eyes. 
Once this vision is obtained, you will notice that the words look 
alike, you will notice them strange, you will notice that some of the 
sounds they represent are (so to speak) funny. You will find that by 
separating the letters from the words you can form other words, and 
you will think and be sure that each letter represents an action or a 
command. You will concentrate on the shapes of the letters and how 
they are drawn, and pay special attention to the hidden commands in 
the words you see at that moment of "madness". 

As we have already seen by chance causality, phrases seem to hide 
other phrases that are commands. When you manage to appropriate 
those commands, you will be closer to being a programmer of 
reality. The problem is that each person has his or her own 
commands. However, you can (sometimes) use some of other 
people's commands. 

One of the commands I use most is Dial, which means "execute", in 
my schizoid universe. 

Once you have learned the commands, you must detach yourself 
from the visual universe of words. For example, when you read 
horse, you will not think that it is a word that sounds like a certain 
animal. That aspect will have disappeared. The horse will now be a 
single visual image of the animal. When you think of "horse" you 
will be looking at the horse. 

The operating commands vary depending on the programmer's 
objective. My favorite programs are the ones that make the world 
behave strangely, and they serve me (besides having fun) to 
remember that reality is a set of presuppositions that captivate the 
mind. 

Other operational commands are Tall, Small, Large, etc. 

They serve to dimension the programming operation. 


Once you are immersed in this new universe of schizophrenic 
programming, you will be able to create at will the characteristics of 
your universe when you return to the state of "normality" in which 
reality is meaning separate from signifier, according to Saussure. 

One of the fundamental problems with this kind of madness-based 
programming is that few people ever get back from that state of 
being able to contemplate how their unconscious works, and they get 
caught in a no-return loop, where they relate everything to 
everything, where there are no rules, and although it may be pleasant, 
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it takes them away from the real as social. And for this reason they 
lose the objective of the game, they forget that their interest is 
knowledge and not mere hallucinations. 


Schizophrenic programming was used by many during history. Many 
of the well-known prophecies are self-executable, for having been 
programmed through a state of exaltation in an alter-reality. Such is 
the case of Galileo, who saw images using a black mirror. 
The programming of the schizoid type is much more effective than 
the well-known creative imagination and images of achievement, 
although it is very dangerous in contrast to the imagination which is a 
simple process. Nevertheless, it is necessary to emphasize that what is 
programmed in the schizoid madness trance is not different from what 
our unconscious does daily, only that unlike the common people, the 
schizophrenic programmers manage to perceive by means of the 
unconscious, achievement that is impossible for another type of 
psychopaths. 


To conclude I will only say that whoever chooses to be a player, 
whoever really wants to be one, will be exposed to both exciting 
and frightening experiences; both nightmare scenes and_ the 
realization of all their dreams. The schizoid programming is the last 
step to become a being of knowledge, and to reach the awakening 
of the soul. If that is the path chosen by the reader, welcome to the 
universe of the incredible, genius and the impossible made possible. 
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Appendix A: 
"The conceptual aspect of acting". 


Acting in daily life is similar to acting on stage, 
although sometimes it seems that acting on stage as one 
acts in life is not enough. The concept of theatrical 
performance versus acting as the realization of an action 
must be understood. 

Acting as the performance of an action in everyday 
life is not as charged with symbolism as action in the 
theater. In the theater the actor takes the action to a higher 
level. Seeing is not enough to feel, it is "overacting" that 
gives the sentimental touch to the mere fact of performing 
an action. The text itself is in the theater an unreal 
dialogue. The real does not work on stage, the real is under 
acting, just as the theatrical is in overacting life. 

The players, as actors, must be able to have the tools 
of acting in everyday life, albeit in a theatrical way. This is 
a strategy to dominate the sleepers. If the doctor asks a 
player how much his stomach hurts, his answer should be 
touching. But why? 

The players are reality simulators, since they know 
that the real as consensus of looks does not exist, that is to 
say that each person has a completely different view of the 
world. What we call consensus is actually a coincidence of 
points of connection in the different maps of the real. The 
real as the sleepers think simply does not exist. 

Acting as a theatre is already a simulation, the one 
who acts his own character is not acting at all. A player 
uses acting to pretend to be something he is not, to stop 
being predictable. Theatrical acting is an overreaction in 
life, but in the eyes of the sleepers, it is a passionate way 
of living. 

On the other hand a player acts for the audience. 


Acting itself is a strategy for handling otherness. The 
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fictional is the real thing, from an ego-centric point of 
view, one is the hero of one's own story, even if sometimes 
we are the villains. The act of performing an action is 
always charged with meaning, "silence cries out", but what 
we are aiming at is a true theatrical imposition. The 
theatrical has a symbolic dimension that the "real" does 
not have. 

When someone stops the bus, it means that they want 
to take it. On the other hand, in theater, if someone stops a 
bus, the action must trigger a later action, that is to say, it 
must be important, since a play is not as long as a life. In 
life we can give ourselves the luxury of carrying out 
boring or repetitive actions, since whoever observes us is 
in a timeless dimension where the diachronic does not 
exist, the perception of the program of the real seems to 
know our movements in advance. What I am trying to say 
is that when we turn the corner we never find a sign that 
says "loading, please wait". 

Theatrical performance in the everyday is used 
symbolically to dialogue (besides ourselves) with the 
universe of otherness. As an act of corporal expression, 
every movement of a player is a reference of a thought, 
and the mere action as such does not exist. The action is 
part of the process of creation of the phenomenal reality. 

Our fiction occurs in the world, which from our 
perspective means theater, the teatrum mundi. 

The conceptual aspect of acting is related to the 
reality not perceived by the conscious. The conceptual is 
the root of no sleep. All acting hides a purpose, we are not 
asleep, we are the leaders of the stage and if we were not 
here, the stage would simply not exist. 

The concept of theatrical performance brought to the 
everyday is the most pleasing source of creation of 


pleasant phenomenal realities. The real without acting is 
74 


boring. Without conflict there is no plot, and without a plot 
there is no story. If you don't want anything to happen to 
you, nothing will happen to you, which is one of the worst 
things that can happen to you. 
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Appendix B: 


"The Other World". 

"The world we live in is not the world, the reality we 
perceive is not real. There must be other worlds, other 
realities. Without games or promises, the real as an object 
and not as an omen. 


What is this other world? Can you even imagine a 
portion of it? From my point of view, that other world 
"more real" than the real can only be perceived in a state 
of alienation which we have spoken of before. The other 
reality is alien to the mental. The world is the same. What 
is different is the way one looks at it. Every word is an 
encryption code of knowledge. For example, if there were 
a book called "Jokes and Laughter", I could refer to what 
this supposed book would say without the need to rewrite 
that volume. The more advanced a player's knowledge 
condition is, the more meaning the words have. When one 
comes to the absolute perception of a word, one finds 
oneself in a different world from the one in which one 
only contemplates one dimension of the word. The other 
worlds are created by meanings. Meaning is the stimulus 
that moves beings of knowledge through time. The search 
for meaning is one of the most useful engines in life. 
When one loses the need for meaning, one is closer to 
death and to the old age of the soul. 

On the other hand, what makes this world not 
credible is the system of play and gain. The world seems 
to be based on gambling. In schools we are taught that we 
must pass exams to get grades, which determine whether 
we go to the next level, and so on. Winning becomes a 
repetitive goal vitiated by desires for greatness, taking us 


away from the goal of meaning. The what is before the 
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what for. 

The paradigm of the celestial auditorium is a vision 
that fits with reality and its operational platform, because 
it basically sticks to the concept of the game. We play 
because we know that life is a deception, a dream. Not a 
deception as a swindle, but more like an illusion. The 
player accepts this primitive feature of life and gets ready 
to play. However, he knows that there are other worlds. I 
have spoken of beings of knowledge and of the awakening 
of the soul, but even these concepts do not give an 
approximation to those other worlds. 

The world in which we live is an interactive world up 
to certain point. Note that the decisions we make are 
always pre-established by a system. This "control" is the 
true prison of the soul. We are participants in a game so 
primitive that we can only choose between the possible, 
when we know that the impossible is infinite. 

However, the world is perfect as it is, since a radical 
change in its programming would lead it to a paradox that 
would perhaps destroy it, or in the worst case scenario 
would drive the operator of reality (that is, you) crazy, 
who would become the object of circumstances. 

Many dream of that other world, but perhaps that 
other reality is even more restrictive than this one. Think 
of the problem that would entail creating all the time 
whatever came into your head (in the case that in that 
reality you had something called a head). A_ highly 
complacent reality is also unsatisfactory. The only truth is 
that reality as we perceive it is molded to what we desire 
(otherwise we would wake up to other realities). I do not 
mean that if you have lost a loved one this fact is your 
fault, but that your vision of reality is according to 
perceptions of your cognitive system. If you lacked 
hearing, no matter how much they shouted in your ear, 


you would not feel anything. The senses are complacent. I 
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do not speak of senses as vision, taste, etc. The sensitive 
satisfies the requirements of the operator's cognitive 
system. This is what I mean when I say that one is the 
architect of his phenomenal reality. 

To perceive other worlds there is only one way out: 
death. That is the door to the other reality, by not being. 
But this death is what we avoid all the time, even though 
we know that in the future we will inevitably find that 
"beautiful lady with cold hands". 

Death is the passage to an externalization of being, a 
being one with the universe. But is this good? 


I don't know if it's good or bad, I know it's inevitable. The other 
world is the beginning of the other reality, there will be time for 
that. Think of the world as a training platform. A good player tries 
to learn as much as possible. Things that he likes and thinks are 
useful to him. The most useful applications are the conceptual ones. 
For example, if you study martial arts, you might one day be so old 
that you can't jump, kick, and so on. But the concept you get from 
studying martial arts will be unique, it will be yours. In this world 
and in all that come, call yourself dimensions, or whatever you 
name this. Every analogy of the real is useful. 

The true objective of the players is to meet themselves. That's why 
we are in the world, the world is the place where we were sent to 
find what we have lost, our own vision of our being. We can only 
see ourselves from the inside, and we only see the outside. When 
we are able to see our inside we will be ready to face the other 
reality, the one that is truly real compared to this one. 

The world as perception is very short, over a lifetime one gets to 
know a few people, in comparison to the world's population the 
number of people we get to know is negligible. This perception of 
the world is the virtual of phenomenal reality. This is what I mean 
when I say that if something happens in Egypt, it happens as news. 
The real is observed, and only if we act are we operating in the real. 
Beyond that, most of the time we are observers. When we act we 
are operators, but these operations are based on a control that 
dominates the world, and if one does not adhere to this concept of 
control, one passes into a state of excommunication with the world. 
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If one is asked the time and answers "San Francisco", they will 
think that one is crazy. 

Control is a tool too. It helps us not to make mistakes. Every rule is 
based on failed attempts to perform a certain action, and after those 
failures, the appearance of behaviors that recreated realities that 
pleased the response expected by the ancient operators. The control 
facilitates us not to create the already created. 


When the sleepers manage to wake up they notice that their 
perception changes. This is positive. One should not fear change. 
The goal of the book, besides being entertaining, is to instill a 
different way of thinking, by which one is closer to achieving the 
goals and meanings. Through the techniques described in this 
book, if understood, the reader will be able to achieve results in 
their companies and learn as I have done, a new vision of reality, 
time, otherness. 


He will learn to create his own reality, and will have the 
certainty that there are no sad stories, everything happens. 
Whoever said it "Like the water under this bridge everything 
flows incessantly and without stopping”. 


In closing I just want to say that whatever your reality is, 
good or bad according to your perspective, you can and will 
change it. The impossible will be possible, beyond control. Try to 
achieve the impossible without the vice of madness. Achieve 
genius. Never forget: 


"Geniuses are persistent idiots..." 


A.G.V. 
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